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OFFICIAL 



This official seal is your assurance that this product meets the 
highest quality standards of SEGA™. Buy games and accessories 
with this seal to be sure that they are compatible with the SEGA 
SATURN™ SYSTEM. 

HANDLING YOUR SATURN DISC 

• The Sega Saturn disc is intended for use exclusively 
with the Sega Saturn ” system. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play, 
to rest yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by 
the edges and keep it in its case when not in use. Clean with 
a lint-free, soft dry cloth - wiping in straight lines from center 
to edge. Never use solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: Still 
pictures or images may cause permanent picture-tube damage 
or mark the phosphor of the CRT. Avoid repeated or extended 
use of video games on large-screen projection televisions. 

This product has been rated by the Entertainment Software 
Rating Board. For information about the ESRB rating, or to com- 
ment about the appropriateness of the rating, please contact the 
ESRB at 1-800-771-3772. 

WARNING: READ BEFORE USING YOUR 
SEGA™ VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce pre- 
viously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in 
your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symp- 
toms while playing a video game- dizziness, altered vision, eye 
or muscle twitches, loss of awareness, disorientation, any invol- 
untary movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 
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BACKGROUND 

14 is no4 now... 14 is no4 here... This ?4ory is ?e4 in 4he 
ne4herworId. Demon? and mons4er? are locked in mor4aI 
comba4 again?4 one ano4her. 

This 4ournamen4, manda4ed by 4he Monarch of Hell, 
permi4? only one vic4or, one survivor; and 4o 4he 
vic4or go 4he spoil? of vic4ory= 4he power 4o rule 4he 
ne4herwor!d for 1,000 years. 

Bu4 4ime is running ou4. Final decisions mu?4 be made, 
as 4welve species of mon?4ers have readied 4hem?elve? 
for 4he grea4e?4 ba441e ever 4o be held. 


or 4he game ends, press 4he Rese4 Bu44on on 4he Sega 
Sa4urn‘ K console 4o display 4he on-screen Con4roI Panel. 

Impor4an4= Your Sega Sa4urn“ CD con4ains a securi4y code 
4ha4 allows 4he disc 4o be read. Be sure 4o keep 4he disc 
clean and handle i4 carefully. If your Sega Sa4urn‘" ?y?4em has 
4rouble reading 4he disc, remove 4he disc and wipe i4 carefully, 
?4ar4ing from 4he cen4er of 4he disc and wiping ?4raigh4 ou4 
4oward 4he edge. 

The Ba44Ie Mons4ers 4i4ie screen will be displayed. Press 4he 
START BUTTON. The following mode choices will appear; 
QAME START, VS and OPTIONS. Selec4 4he desired mode 
wi4h 4he D-PAD and press 4he A Bu44on. 


TO START THE QAME 

1 Se4 up your Sega Sa4urn'" sy?4em as 
described in i4? in?4ruc4ion manual. Plug in 
Con4rol Pads. 



Note; Battle 
Monsters is for one or 

TWO FLAYERS. 

2. Place 4he Ba44Ie 
Mon?4ers disc, label 
side up, in 4he well of 
4he CD 4ray and close 
4he lid. 


9. Turn on 4he TV or moni4or 

% 

and 4he Sega Sa4urn“". The Sega Sa4urn“” 
logo appears on-screen. (If no4hing happens, 
4urn 4he ?y?4em off and make sure i4 is se4 up 
correc4ly before 4urning i4 on again.) 

A. If you wish 4o ?4op 4he game in progress 


/'? 


i 


Left Shift 
Button 

D-Pad 


Right Shift 
Button 



C-Button 


B-Button 


Start Button 


A-Button 



OPERATION 

BASIC OPERATION Of 
,/j THE CONTROL PAD; 

/ Ba44Ie Mons4ers provides for 10 basic 
" offensive a44acks, and from 19 4o 17 
special offensive 4hru?4s, depending upon 4he 
mon?4er in ques4ion. In order 4o fully ma?4er 4he 
special moves for each given mon?4er, you mu?4 
fir?4 ma?4er 4he?e basic con4rols. 
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D-fAQ : is used for selecFing Fhe Mode 
J^TI and Fhe 

jtr',*- * MonsFer. This buFFon is also used for 
: / Moving 

Fhe Monger during baFFle. 

LEFT gHIF T: is used'Fo dash left. 

RIQHT gHIFT: is used Fo dash righF. 

^ * T ^ Ft X-Y-Z BU TTONS : are used for 

* special jjMps. Enables Fhe MonsFer 
Fo juMp higher Fhan usual. Also, 
Qx'-'s Fhe MonsFer can juMp up onFo a 
nearby sFaging area which provides 
y safe fooFing. 

i’ C BUTTON: used for insFigaFing 
an opponenF. You can creaFe a 
T; super-deaFhblow-aFFack by 
pL cOMbining Fhis wiFh oFher buFFons. 

M* B BUTTON: is used for kicking. 

A BUTTON: i<? used for punching. This 
'0- % buFFon is also used for finalising 

* v. Fhe Mode and MonsFer of 
% your choosing. 

gTART BUTTON : Fo be used for 
sFarFing a gaMe, pausing a 
gaMe and conFinuing a gaMe. 


GAME START 


This is a one player Vg (versus 
cOMpuFer) Mode. The player 
selecFs a MonsFer and fighFs 
againsF oFher MonsFers FhaF 
appear one afFer anoFher. 

gelecF a MonsFer froM Fhe 
MonsFer selecF screen wiFh 
Fhe D-fAD and press Fhe A, 

B or C buFFons. The field 
you are assigned Fo fighF in 
will be displayed, and Fhe 
baFFle will cOMMence. 

If you press Fhe 2? pad's 
gTART BUTTON aF Fhe FiFIe 
screen, Fhe If side player will 
be on Fhe 2P side of Fhe 
screen. 
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vs 

Choose -this for deadly -two 
player action! Select a Monster 
froM the -twelve available 
Monsters poised for battle. 

Monsters of the saMe species 
Ci.e., the SaMe Monster) can 
even fight against one another! 

Select the desired Monster for If and 2f , and finalise these 
selections as described above in gaMe start. Once both 
players have selected their Monsters, the field of battle will 
be displayed, and the battle begins. Once the fight concludes, 
you will return to the Monster select screen. 

You can barge into the gaMe 
during the QAME START Mode. 

When you press 2f pad s START 
BUTTON during a fight against 
the cOMputer, you will enter 
"barge-in" Mode. The screen will 
return to the Monster select 
screen, where flayer 2 can select a Monster. When the fight 
is over, "CONTINUE” will be displayed on the loser's side. The 
loser of the Match can then press the START BUTTON to 


refight the battle (with the 
saMe Monsters). Should you 
opt not to continue, the battle 
will return to a If fight against 
the cOMputer. 

+ VS Mode and barge-in Mode 
require 2f pad to be connected. 

OPTION 

In this Mode, you can alter settings or listen to the gaMe’s 
Music. You can choose an iteM by pressing Uf or DOWN 
D-fAQ and alter a setting by pressing LEFT or RIOHT on 
the O-fAD. 

QAME LEVEL 

Set the gaMe's difficulty level. <f«MS LeVfL W^RM/iL 

f 

Chooso atoorvg Easy, Normal 
and Hard skill levels. 

TIMER 1 ■ 

There is a 1-round liMit. When f LiU.iL ) 

the tiMer is ON, the round lasts 

for approxiMately 1 Minute and 20 seconds. When the tiMer 
is OFF, the round is not subject to a tiMe liMit. 









MATCH POINT 

You can choose from 1 ~ 9 round? per maTch. 

CONTROL 

Configure your buTTon? To ?uiT your play ?TyIe. U?e The 
D-fAD To highlighT an acTion, Then pre?? The buTTon you 
wi?h To perform ThaT acTion. 

AUDIO 

Choo?e beTween ?Tereo or monaural ?ound. 

SOUND TEST 

BQM= You can li?Ten To background mu?ic during The game. 
£E= You can Ii?Ten To special ?Ound effecT? during The game. 
VOICE: You can lisTen To The monsTer'? voice. 

EXIT 

ReTurn To The mode ?elecTion screen by pre??ing 
The A buTTon. 

BATTLE SCENE 

ROUND POINTS): The number of poinT? won i? displayed by 
a V mark. 

LIFE QAUQE: A mon?Ter ? remaining live? are ?hown by The 
number of liT candle? be?ide Their on _ ?creen porTraiT. 

MANA GrAUQE: Thi? di?play? The mon?Ter'? ?upernaTuraI ?kill. 
A? you in?TigaTe your opponenT in a Timely manner, you 
re?erve Mana up To a ?eT maximum level (flickering occur? 
when The maximum level ha? been reached). By carefully 
conTrolIing muITipIe buTTon? when Mana i? aT iT? maximum 
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level, you can deliver a 
deaThblow To your opponenT. 

HOURQLAS& Thi? ?how? 
The duraTion of The fighT. 
Once all ?and ha? ?ifTed 
Through The hourgla??, Time 
i? up and The round i? over. 
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Hourglass Life Gauge 


victory or 

DEFEAT _ 

ABOUT WIN/LOSE 


In order To defeaT your opponenT, 
you mu?T win The pre-?eT number 
of round? CdefaulT ?eTTing i? a 2~ 
round maTch). 


WIN/LOSE IN 1 ROUND 

When your opponenT? life gauge reache? pero (0), 
you will have won The round. Each Time you 
?ucce??fully aTTack your opponenT. one of your 
opponenT? life gauge candle flame? j * 

i? ?nuffed ouT. When all of your / ** £ 

opponenT? life gauge 
candle flame? have BD| { 
been exTingu:?hed. 
you are officially 


The vicfor of 
The round. If 
The Timer run? ?*% 
ouT before a vicTor v 
emerge?, The winner 
will be The player wiTh 




4he Mod- life candle? reMaining li-k If bo4h placer? have 4he ?aMe 
nuMber of life gauge candle? ali4, 4-he Ma4ch i? declared a draw. 

(Thi? only applie? in ca?e? in which 4-he 4iMer ha? been ?e4 "on" in 
4-he op4-ion Mode.) 

CONTINUING! 

ANO GjAME OVER 

Even if you Io?e 4-he figh-4, you can con4-inue fighting by pre??ing * 
4he START BUTTON while "CONTINUE" i? di?played on 4he 
?creen. If you do no-4 con4inue, 4he gaMe will conclude, and 
your ?core will be di?played. 

TOF SCORES 

If you are aMong 4he 4op 4en 
?corer?, you will be a?ked 4o 
inpu4 your initial?. Oo ?o by 
pre??ing 4he D-fAO 4o highligh4 
a charac4er and 4he A BUTTON 
4o confirM i4. When you are 
fini?hed, highligh4 Done and 

pre?? 4he A BUTTON. Whenever you achieve a 4op 4en ?core, 
your ?core and ?elec4ed alphabe4ical inforMa4ion i? regi?4ered 
and ?aved, even af4er 4he Machine i? 4urned off. PIea?e refer 
4o your Sega Sa4urn‘" Manual 4o dele4e ?aved 4op 4en da4a. 


MONSTERS' DATA 

The Monarch of Hell ha? invi4ed 4he 4-weIve MO?4 eli4e ?pecie? 
of Mon?4er? 4o coMpe4e in 4hi? 4ournaMen4. Each Mon?4er 
po??e??e? 10 ba?ic offen?ive a44ack?, and froM 13 - 17 
?pecial offen?ive 4hru?4?. 

ABOUT BASIC ATTACKS 

The ba?ic a44ack? con4roI? are iden4ical for alt 4he Mon?4er?. 
A? ?hown below, you Mu? 4 u?e 4he A-B bu44on?= however, 
depending upon 4he Mon?4er'? po?4ure & po?i4ion, a44ack? 
will be execu4ed differen41y. 

A= Punch a44ack froM ?4anding po?i4ion. 

4/ B= kick a44ack froM ?4anding po?i4ion. 

A = Punch A44ack froM ?4anding po?i4ion 

4 - B= kick a44ack froM ?qua44ing po?i4ion. 

71 A= Punch a44ack while in 4he air. 

7 B= kick a44ack white in 4he air. 

ft A= Punch a44ack during a 
double juMp. 

tt B : kick a44ack during a 
double juMp. 

X* Y‘2' A= Punch a44ack during a big juMp. 

X-Y-Z-B: kick a44ack during a big iuMp. 





ABOUT SPECIAL 
ATTACKS 

You can combine control buttons to perforM special attacks. 
Detailed controls for each Monster are provided below: 

• Each button control is for a Monster facing right. 

• + Means that you need to press the buttons at the SaMe tiMe. 

• The arrow signs show which D-fAD direction to press. 

• A, B, C and 2 Means to press A button, 

B button, C button and Z button, respectively. 


A Successively 
A 
A 

Jump 4- A 


A while pressing^ 

B while pressing ^1: BooMerang bone * 

4,4, 

A= Burning skull foil 
Breaking \ 

4/-» A= Rib-ring shot 
i-^B: Rib-ring down 
J'-* C= Rib-ring up 

G when above opponent: High angle saber 

4,4, 

C at Mana MaxiMuM: Lunatic skull foil 


FANQORE 

Spinning saber 
Skull grinder 
Shield attack 
JuMp shield 
Dolphin kick 
Drill bone 
Skull shot 


t h- 1 r t If © rt 



MAkARYLDO 


AA: 

Successively A= 
Close-up A: 
Close-up A= 

-»A= 

■^B: 

-»-*A». 

B while 
pressing^: 

I^B: 

4^ “» A: 

4/ “»B: 

4^ -*C: 

4-^A: 

C when above 
opponent: 

4- 4- C at 

Mana 

MaxiMuM: 


Buster arM 
knuckle bash 
Body up 
Buster up 
Monster buster 
Twin knee sMash 
Qlider claw 
Ground slider 

Leg crush 
Overhead kick 
Shoot arrow 
Shoot arrow down 
Shoot arrow up 
Sky high fail 

Diving claw 

ScreaMing knuckle 
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• «cjr% 

jr> ^ 4^4^ A- Cannon Ball Akkack 

Clo?e-up A= Big jaw 
A+B (keep pressing): Regenerakion 

£• 

2 ; C when above opponent Heavy skamp 

C ak maximum 

mana : Drekhdok Combinakion 


DRETHDOk 

AAA= Rush punch 
H^A: Shoulder akkack 
"4 -^A= Fugu akkack 
4- A= Fire Fees’? 

^1 A; Up Swing 
^1 B: Earkhquake Hammer 
4/ 4“A: Double Hand Uppcuk 
4^ B= Body Roll 
4/ i A= Cannon Ball Akkack 
-up “^A= Big jaw 
pressing): Regeneeakion 


chili & mm 


■« » 

. * 
Vl 
■3 


AA= Twin knuckle 
BB= Jump over kick - 
LAA= Swing akkack 
SBB: Three-sided kick 
sA= Thrusk Up Punch 
■^B: Thrusk wikh bokh leg? 
^1 A= Leaning ouk punch 
^1 B= Rolling over keipping 



■4 j“^A : Rolling Ring 

Rolling Ring Down 
Rolling Ring Up 
4^ -*A= feppeeBall 
i “^B: Time Leg Akkack 
Close-up A: Sandwich fees? 

C when above opponent Spin shook 
CCC ak Mana maximum: Slap skick akkack 

HEADLEf HARN 

AA= Hammer head 
AA when squakking: Brandish head 
AAA= Blazer head 
Close-up B= knee smash 
\ B= Brandish kick 
“^B: knee Diver 
"^“>B: Crapy Skip 
4“ A= Deakh hanger 
4 / A= Volcanic Cannon 
^ 4 / B|| Flame Bolk 
^ A= Joyank Berserk 
C when above opponent Drop kick 
^ C ak mana maximum: Crapy dynamike 
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A successively 
Close-up A 
Close-up A 

-»A 


rively: Juggler ball 
up A= Psycho ball kwisk 
A= Wand stnash 
■^A= Double Psycho Ball 
-»B= Flag 
“^B= Feather aiftack 
A: Sakellike Tripper 
A ; £akellike Ball 
”^B= Juggler Sftep 



^ 4- A 
*A 
*B 

B after ^B 


Bak fever 
Magical horn 
Magical carpel- 
Rolling bomb 



Receiving Offense 
after 4" -^B= Change ring 



A + B (keep pressing): Mana up 

C when above 

opponent Heal skaMp 

*C ak Maxi^uni 

Mana : Nighknare 


NAQA 

AAA= Tail and fang 
AAA squatting: Trident fang 
A= Snake fang 
CIose~up "4 A= Fang up 

4" A= Snake needle 
A= Snake Raid 
^IB= Trip Fail 
”^B= Side kick 
4/ 4^ A= Evil Eye?’ 

Hold A button + 4 = Zoom Shaft 

A= Polymer Solvent 
4“ ^B= Snake Blade 
C when above opponent: Javelin kick 
C at maximum mana= Magic press 


DEATHMAN 

■^A: Push Out 

^"A: Chop 

”^B: Qiantkick 

^l A: Tackle 

VB: Sliding kick 

“^ A= Dash Head 

^B= Back Press 

Close-up A: Neck Hanging Tree 

Close-up A ; Lifting Drop 

4^-»A: Hammer throw 

C when above opponent: Oiving head 

A + B when higher than 

opponent’s stand: Body press 

4^ Cat maximum mana= kick Bazooka 



SKYTHE 


AA= 

Combination nail 

-»i 

Scratch Claw 

4-1 

Low Claw 

^A= 

Up Bolt 

^ -»a| 

Double Cross Bolt 

As 

Down Bolt 

^IB: 

Gliding Claw 

4-4-B= 

High Claw 

PVA: 

Summon Phoenix 

Hold A, double 


tap toward? enemy: 

Summon fiend 

.4" ^A= 

Call Lightning 

Sp n|/B= 

Fly 

A after ^ sP B= 

Lightning Spear 

B after ^ ^ B= 

Bird Kick 

Cl0Se"Up A= 

feck 

C when above 

i 

opponent: 

Dive kick j 

*C at 

} 

maximum 

i 

mana= 

Meteor-storm 


t w ent v* ci n « 


j 



ALBIOLE 


AAA: 

Heartbreak hand 

-»A= 

Spirit Shower 

4- A: 

Spirit circle 

B: 

Spirit Bolt 

4- 4- A: 

Floating hand 

A: 

Creeping hand 

^ 4 / A= 

Earth Dive 

^ 4/ B= 

Mystic port 

4 * “^A: 

Hellfire 

4 ^ -*B: 

Hellfire down 

^ “^C: 

Hellfire up 

Close-up 



Qhost scream 

A + B while 


jumping: 

Will-o'-the-wisp 

when above 


opponent: Mist diver 

^Cat- 


maximum 


mana : 

Phantom 




AA= Successive 4hrus4 

“^A= Skep in khrust 

<r- A= S4ep-away 4hrust 

Close-up B= knee kick 

Jump knee kick 

^B= Spin kick 

\B: Sliding 

B= Triple Attack 

A + B= Qian4 ka-tana 
(sword) hack 

A + B squaring: Qian4 kakana 
hack from 
squaring position 

^”A= Crescent Hack 

^ B : Ground sliding kakma 

4" A= Headlong pierce 

^ B= Side flying leg 

Close-up 

%% 4 “ A- Buying head 

1 1, C when 

above 

opponent Demonic kick 
maximum 

| i L mana= Lighkning slash 
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ACCLAIM® LIMITED WARRANTY 

ACCI AIM warrants to the original purchaser only of this ACCLAIM software product 
llml the medium on which this software program is recorded is free from defects in 
materials and workmanship for a period of ninety (90) days from the date of pur- 
chase. This ACCLAIM software program is sold “as is,” without express or implied 
warranty of any kind, and ACCLAIM is not liable for any losses or damages of any 
kind resulting from use of this program. ACCLAIM agrees for a period of ninety (90) 
days to either repair or replace, at its option, free of charge, any ACCLAIM software 
product, postage paid, with proof of date of purchase, at its Factory Service Center. 
Replacement of the software product, free of charge to the original purchaser (except 
lor the cost of returning the software product) is the full extent of our liability. 

I his warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the ACCLAIM software product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FORA PARTICULAR PURPOSE, ARE LIMITED TO THE NINE- 
TY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR 
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POS- 
SESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above 
limitations and/or exclusions of liability may not apply to you. This warranty gives 
you specific rights, and you may also have other rights which vary from state to state. 

I Ills warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state or municipal law which cannot 
he pre-empted. 

Ropairs/Service after Expiration of Warranty- If your software product requires 
repair after expiration of the 90-day Limited Warranty Period, you may contact the 
Consumer Service Department at the number listed below. You will be advised of the 
estimated cost of repair and the shipping instructions. 

Acclaim Hotline/Consumer Service Department (516) 759-7800 

Battle Monsters © 1996 naxat CO., LTD. All Rights Reserved. Marvel Comics, X-Men, 
Cyclops, Wolverine, Psylocke, Iceman, Colossus, Storm, Professor X, Magneto, 
Juggernaut, Omega Red, Silver Samurai, Spiral, Sentinels and all distinctive likenesses 
thereof are trademarks of Marvel Characters, Inc. and are used with permission. © 1 996 
Marvel Characters, Inc. All rights reserved. © Capcom Co., Ltd. 1996. Acclaim is a 
division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim 
I ntertainment, Inc. All rights reserved. Marketed by Acclaim. Distributed by Acclaim 
Distribution, Inc., One Acclaim Plaza, Glen Cove, NY, 11542-2777. 


Patents: U.S. #’s 4,442,486/4,454,594/4,462,076/5,371,792; Europe # 80244; Canada 
It's 1,183,276; Hong Kong # 88-4302; Singapore # 88-155; U.K. # 1,535,999. 


